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MIiCrOZINE A computer Learning Library on a Disk" 


On this disk: 

Wagons West » 
Pack your covered wagon and hitch up your mules: You're 

heading west with a wagon train! Use maps to move across © 


the country from fort to fort. Watch out for sneaky traders 
along the way. Will you finally settle in Oregon or Califor- 
nia? The decision Is up to you. 


Newspaper Maker 

Extra! Extra! Now you can create your very own newspaper. 
Write, edit, and save articles. Then design and lay out the 
articles in a newspaper format. Print your newspaper and 
add your own illustrations or photographs. Create a news- 
paper for your class or school, or for a secret club. 


T-Shirt Puzzles 


Team up with Model Tee, your robot, to solve challenging 
logic puzzles. Place the puzzle shapes and machines in the 
correct sequence to print out the T-shirt’s geometric design. 
Then create and save your own T-shirt puzzles to challenge 
your friends! 


Micro-Toon" 

What is Dudley up to now? More exasperating mischief and 
mishaps! Laugh along with Red, her computer Einstein, and 
her favorite robot, Dudley in Micro-Toon™—Microzine’s elec- 
tronic comic strip. 





Contents: 1 two-sided disk, 1 handbook, 1 questionnaire | 
Designed and developed by Information Technology Design Associates, Inc. 


Art Director: Sandi Young Cover Art: Richard McNeel 
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Scholastic Guarantee 
This computer program has been 
thoroughly tested by Scholastic 
among teachers and children and 
is designed to challenge, stimu- 
late and entertain your child. It 
reflects Scholastic’s more than 60 
years of experience in developing 
young minds. 
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Y QUESTIONNAIRE | 







Send this pestionnane to: MICROZINE 
Scholastic Inc. 
730 Broadway 











NY, NY 10003 | 
Name Age 
Address 
City S Cate ID 
Where do you get Microzine?: Home —__— School 


)RATE EACH PROGRAM IN THIS ISSUE: 
1 = Terrific! 2 = Good 3 = Okay 4 = Not SoHot 





Wagons West | es Pin ess 
Newspaper Maker 4 Miro ooh.” 


1. ‘Wagons West’’ takes place during the pioneer days. Would you like 
a Iwistaplot adventure set during another period of history, such as the Gold Rush, 
the Civil War, or the Pilgrims’ arrival in Massachusetts ? 


2. Did you make a newspaper with “Newspaper Maker’’? Tell us all about it! 


3. Draw a picture of any T-shirt puzzles you made, and we'll try to solve them! 


MY COMMENTS AND OPINIONS (write on the back, too): 





BR Did you notice anything special about the light on Model Tee, the robot? Write and 
let us know! 





ISBN: 0-590-96492-5 








USE THE SPACES BELOW TO WRITE YOUR 
COMMENTS. 











BULLETIN: MICROZINE #12 


Here is some important information about 
“Newspaper Maker": _ 


Printing 

When printing your newspaper, the printer will 
pause between pages. Depending on the type 
of printer you have, this pause may be as long 
as 30 seconds. 


Data Disks : 

Make sure that your newspaper layout and all the 
articles you want to place in your newspaper are 
saved on the same data disk. You will not be able 
to save articles on one data disk and the newspaper 
itself on another data disk. 


Writing Articles 

"Newspaper Maker" allows you to write articles up to 
100 lines long. When you have run out of room 
writing an article, the computer will beep, and will not 
allow you to type further or to press RETURN. 


If this happens before the 100th line of your article, 
press the up or down arrow key. Then move the 
cursor back to the end of your article and continue 
writing. 3 


ISBN:0-590-96663-4 
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SCHOLASTIC SOFTWARE ™ 
Warranty Registration Card 


Product purchased: 
Computer brand/model used: 
Person registering product 


Address 
. (number, street) 


(city, state) 
ip) Phone ( 


Primary use: home school 











Age Level (s) Using Product: 
How did you learn about Scholastic Software? 
____. advertisement 
_____ Scholastic sales representative 
___. Catalog 
—_____. word of mouth 
____ other (specify) 


I 


WHAT IS NOT COVERED BY THIS WARRANTY: | 
THIS WARRANTY DOES NOT APPLY TO THE SOFTWARE PROGRAMS CONTAINED IN 
SCHOLASTIC SOFTWARE DISKETTES, WHICH PROGRAMS ARE SOLD “AS IS.” This 
warranty is void if the diskettes have been damaged by accident, unreasonable use, neglect, 
improper service, or other causes not arising out of defects in materials and workmanship. 


Any mailing or insurance charges incurred in the servicing of this warranty shall be the respon- 
sibility of purchaser. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRIT- 
TEN, EXPRESS OR IMPLIED. ANY IMPLIED WARRANTIES, INCLUDING IMPLIED WAR- 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
LIMITED IN DURATION TO SIXTY (60) DAYS FROM THE DATE OF PURCHASE OF THIS 
PRODUCT. SCHOLASTIC SHALL NOT BE LIABLE FOR INCIDENTAL AND/OR CONSE- 
QUENTIAL DAMAGES FOR THE BREACH OF ANY EXPRESS OR IMPLIED WARRANTY, 
INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAM- 
AGES FOR PERSONAL INJURY. Some states do not allow the exclusion or limitations on how 
long an implied warranty lasts, so the above limitation or exclusion may not apply to you. 


No suit, litigation, or action shall be brought based on the alleged breach of this warranty more 
than one (1) year after the expiration of this warranty. 


This warranty shall not be applicable to the extent that any provision of this warranty is prohib- 
ited by any federal, state, or municipal law which cannot be preempted. This warranty gives you 
specific legal rights, and you may also have other rights which vary from state to state. 


Address all correspondence to: SCHOLASTIC SOFTWARE 
Scholastic Inc. 
PO. Box 7502 
2931 E. McCarty St. 
Jefferson City, MO 65102 







NO POSTAGE 
NECESSARY 


LIMITED WARRANTY 
Scholastic Software™ 


IF MAILED 
IN THE 
UNITED STATES NOTE: In order to be eligible for coverage under this warranty, 
) : you MUST return the attached Warranty Registration Card within 
ten (10) days of your purchase. 
eee ee 
Scholastic Inc. (“Scholastic”) warrants to the original purchaser of this computer software product 
ee ee that the diskettes containing this Scholastic Software program shall be free from defects in 
materials and workmanship for 60 days from date of purchase. Defective diskettes returned by 
ee the purchaser during such 60-day period will be replaced without charge, provided that the re- 
turned diskettes have not been subjected to misuse by purchaser or damaged by purchaser’s 
ee equipment, as determined by Scholastic in its sole discretion. 
So For the 10-month period following the initial 60-day warranty period, defective diskettes will be 
replaced on a one-time-only basis, subject to a $10.00 replacement fee. 
oe | 
Defective diskettes should be returned to Scholastic at the address indicated on reverse side, 
cee eS in protective packaging (in original jacket and placed between two sheets of cardboard, in an outer 
envelope marked “FRAGILE—DO NOT BEND”), accompanied by: 
a ee 
—proof of purchase of the original software 
eS —a brief statement describing the defect 


—a $10.00 check if beyond initial 60-day warranty period 
— your return address 


ISBN: 0-590-95121-1 
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WAGONS WEST 
A Twistaplot™ 


Extension Activities - 

VOCABULARY PREVIEW: settlers, livestock, sorely, hatchet, 
bureau, trading post, outfitting, prairie, sturdy, rapids, ford, 
ice slough 


SOCIAL STUDIES: Use “Wagons West" as a supplement to a 
social studies unit on the westward movement. Discuss the 
hazards of the journey and point out on a map the different 
routes settlers took. Discuss the different reasons people made 
the dangerous trip. 


Search for first-hand accounts and diaries written by pioneers 
(including those written by women) and read excerpts to your 
students. 


WRITING/RESEARCH: Use “Newspaper Maker” to compose an 
issue of a newspaper that might have been published in 1854. It 
could be a local paper from one of the areas you pass through, 
or a paper that brings news from California to the trading posts. 
Have students do research so that they can base their articles and 
editorials on real events, and make the paper as authentic as pos- 
sible. Suggest that they include advertisements for some of the 
supplies that they buy during their Twistaplot adventure. Check 
your library or local newspaper for copies of newspapers pub- 
lished in your town or state during the late 1800s. Students can 
examine them for ideas for their own newspapers. 


ECONOMICS: Explain.to students that only a hundred years ago 
in this country, people routinely traded services and goods. Set 
up a class bartering system and have students offer their own ser- 
vices or goods, such as hand-made crafts, skills like tutoring, or 
services like baby-sitting or mowing lawns. 
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T-SHIRT PUZZLES 


Extension Activities 
VOCABULARY PREVIEW: demonstration, design, strategy, 
floor plan, warehouse 


LOGIC/STRATEGY: Have students create a T-shirt puzzle and 
write down the sequence of designs and machines that make up 
the puzzle. Students can then scramble the sequence and chal- 
lenge others to unscramble it. 


@ Show students a T-shirt puzzle. Then show them the assembly 
line that created that puzzle with one extra design or machine 
in the sequence. Challenge students to figure out which piece 
doesn't belong. 

® Choose four designs from either warehouse. Ask students to 
create interesting T-shirts using all four shapes just once in 
each puzzle. 


ART: Write the following challenges on the chalkboard to 
tire up your students’ imaginations: 


@ Make a T-shirt design that looks like an animal or a plant. 


@ Make a T-shirt design from your own initials or those of your 
favorite musician, sports star, movie star, or author. 


® Create a futuristic alphabet using the T-shirt designs and 
machines. 


Answer Key for Page 8 Activity: 


Te 


NEWSPAPER MAKER 


Extension Activities 
VOCABULARY PREVIEW: edit, layout, feature, column, depart- 
ment, masthead 


LANGUAGE ARTS: Create a class newspaper to report on the 
news and activities of your students and school. Bring in copies of 
local newspapers and discuss their common features: the front 
page, index, masthead, editorial page, and features such as arts, 
sports, business, and classified sections. Assign students to key 
newspaper posts, or ask them to apply for the positions. 


@ Discuss newspaper writing techniques with your students. 
Point out examples of the “inverted pyramid” style of news re- 
porting. The most important aspects of a news story are 
summed up In a single opening sentence. (The next most im- 
portant aspects follow, and so on.) Post an outline showing all 
of the different elements in a news story: the headline, the 
deck (an enticing short phrase or sentence), the by-line (the 
writer's name), and the dateline (the origin and date of the 
story). 


@ Choose a story from a local newspaper, mix up the sentences, 
and have students rearrange them into their proper order. Then 
have them identify the sentences in the story that answer the 
standard questions of news reporting (Who? What? When? 
Where? Why? How?). 


MATH: Laying out a newspaper page is similar to solving a math- 
ematical puzzle. Have students clip a few newspaper pages into 
separate ‘‘puzzle pieces’ (articles, photos, cartoons, etc.). Ask 
them to measure the articles and mark their length and width in 
inches. Then have students assemble the pieces onto a page-sized 
grid that has been divided into one-inch squares. 





Wagons West Activity Page 


Trail Ledger 
Use this account ledger to record and track the materials you buy, 
sell, or barter in “‘Wagons West.” 


| os [SE oe ma 
Item Acquired Traded For |Date of Use| Place of Use 
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This activity page may be reproduced for use in your classroom. Copyright © 1985 by Scholastic Inc. 


T-Shirt Puzzles Activity Page 


T-Shirt Puzzles, Part Il 
Here are some T-shirt puzzles the Microzine editors created just 
for you! First, look at the design and machine. What design 


will they print on a blank T-shirt? Draw the design on the blank 
T-shirt. 


Now look at the designs you drew. If those three designs, plus 
one more machine, were placed on the assembly line, what new 
T-shirt would they create? Draw that new T-shirt, and good luck! 


ia 
i 


This activity page may be reproduced for use in your classroom. Copyright © 1985 by Scholastic Inc. 
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GETTING STARTED 


Read this handbook for clear instructions on how to use each 
Microzine feature. Then try everything. Experiment! You can't 
break the programs, so have fun. If you have any problems, come 
on back. You'll probably find the answers in this handbook. 


Equipment You Need 

4. TV or monitor (Black-and-white will work, but color is better.) 
2. 48K Apple® Il Plus, //e, or llc 

3. Disk drive 


NOTE: To save your puzzles in “T-Shirt Puzzles” and your 
newspapers in ‘Newspaper Maker,”’ you will need a blank disk. 
(See “Initializing a Data Disk,“ page 43.) 


How to Load Microzine 

. Open the disk drive door. 

. Hold the disk with the label end facing you. 

. Insert the disk slowly with the label facing up. 
. Close the drive door. 

. Turn on the computer and monitor (or TV). 


ul haWDN = 


NOTE: Never remove or insert a disk while the disk drive’s red 
light is on. 


If Microzine does not appear on the screen: 
@ Turn the computer off. Turn it back on and try again. 


@® Make sure the disk drive door is closed. 


@ Have someone who knows how to hook up the drive check to 
see if it’s hooked up correctly. 
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Using the Table of Contents 
The Table of Contents is a list of programs, or features, in Micro- 
zine. Use this list to select the feature you want. 


To get this list, follow the instructions on the opening Microzine 
screen to press any key. When the Table of Contents appears on 
m your screen, you'll notice that the first feature is highlighted. 


Use the arrow keys to highlight each feature. When the feature 
you want Is highlighted, press RETURN. (If the feature you select 
is on the other side of the disk, you will be told to turn the disk 
over and press RETURN.) 


Using Microzine 


Menus 7 

When you are given a menu, or list of choices, use the arrow keys 
to highlight the choice you want. Then press RETURN. If the 
menu has numbers, type the number of your choice, and then 
press RETURN. 


(Y/N) . : 

When you see (Y/N) at the end of a question, it means the com- 
outer is waiting for you to answer “yes” or “‘no.”’ Type Y for yes 
or N for no and then press RETURN. 


Entering Information 
Whenever you are asked to enter information, type it in and press 
RETURN. 


If you make a mistake while typing, use the < (left arrow) key to 
move back, and then retype correctly. 


Control (CTRL) Keys 

Sometimes you will have to press the CONTROL (CTRL) key and 
another key at the same time. This will be written as CTRL- 

(the key). For example, if you see CTRL-N, it means press the 
‘CONTROL key and the N key at the same time. 


ESC to Quit 
Press ESC to quit what you are doing. 


Apple ile/Ilc 
To use Microzine on the Apple //e or llc, press CAPS LOCK down. 
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WAGONS WEST 
A Twistaplot™ Adventure 


You're heading west to rejoin your family in California. Or will you 
choose to go to Oregon instead? Where you finally settle is up to 
you, as you journey across America in 1854 in a wagon train. You 
a will meet sneaky traders, cross dangerous mountains, and make 
a new friend in this historic Twistaplot adventure. 


What You'll Find 
You will use several maps to help you travel from fort to fort. You 
will also trade for items you need in trading posts along the way. 


Using the Maps 
Follow the trail on the maps to each destination. Use these keys 
to move your covered wagon: 


Apple II Plus Apple //e/IIc 
| to move up ~ to move up 
M to move down ) to move down 
J to move left <— to move left 
K to move right — to move right 





NEWSPAPER MAKER 


Read all about it! Now you can publish your own newspaper with 
“Newspaper Maker.’’ Be the ace reporter who gets the scoop for 
the classroom newspaper. Edit a weekly newsletter for your Com- 
puter Club. Then print your own newspapers—like one for the 
Kangaroo Appreciation Society, with the slogan “All the ‘Roos Fit 
To Print!” | 


What You'll Find 

With ‘‘Newspaper Maker” you can write newspaper articles and 
lay them out in a newspaper format. You can print the finished 
newspaper. 


Data Disk 

To use ‘Newspaper Maker,” you'll need a data disk initialized by 
the ‘Computer Stuff’’ feature in Microzine. Now is the time to 
initialize a data disk. (See page 43.) 


Follow the instructions to put the data disk in the drive. 


Printer 
To print your newspapers, you'll need a printer that is compatible 
with the Apple II Plus, //e, or Ilc. 


“NEWSPAPER MAKER” MENU 

‘Newspaper Maker’’ has seven functions, or things you can do. 
They are: Write an Article, Edit an Article, Erase an Article, Lay 
Out a Newspaper, Edit a Newspaper, Erase a Newspaper, and 
Print a Newspaper. 
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Write an Article 
Choose this function to write newspaper articles. 


NOTE: You will also use this function to write newspaper 
headlines. (See “Typing a Headline,’’ page 9.) 


7 Each line can be up to 36 characters wide. Each article can be up 
to 100 lines long. 


Typing a Headline 
Type the headline and then press RETURN until you reach the 
line where you want to start the article. 


Moving the Cursor 


Apple Il Plus Apple /le/Ilc 
CTRL-K to move up * to move up 
CTRL-J to move down J) to move down 
<— to move left <— to move left 
a to move right — to move right 


Capitalizing Letters 
Apple II Plus 
@ Press CTRL-A and then type a letter to capitalize it. 


@ Press CTRL-A twice to capitalize all letters until CTRL-A Is — 
pressed again. 


Apple /e/llc 
@ Press the SHIFT key while typing a letter to capitalize it. 


@ Press down the CAPS LOCK key to capitalize all letters until 
the key is unlocked. 


Correcting Mistakes 

@ To delete (erase) a character, move the cursor to the right of 
that character and press DELETE. The character will be 
deleted. 


@ To replace a character, use the DELETE key to delete the old 
character, and then type the new one. 


® To insert a character, move the cursor to the right of the 
character or character soace where you want to insert a new 
character, and then type the new character. 


New Paragraph 
To start a new paragraph, press RETURN to move the cursor to 
where you want to begin the new paragraph. 


Each time you press RETURN, a small arrow will appear. The 


arrow means you are beginning a new line. This arrow will not 
appear when your newspaper articles are printed. 


10 
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Justifying the Text 

If a word is too long to fit on one line, it will appear on the next 
line. Then the words on the line above will shift so the right 
Margin Is even, or “‘justified,’’ just like the left margin. 


WRITE AN ARTICLE 


THE  RQBROT ELECTED STUDENT 
PRESIDENT¢ 


the computer was the only 
to vote against Dudley. I 

was reported that insteim voted for 

himself as a “write-in" candidate .¢ 


Meanwhile, President Dudley ® 


tT +¢ + to _ move cursor : 
Cprerph> DELETECerase>) ESC quit >D 


A line will not be justified to the right margin if the cursor is on 
that line, or there is an arrow indicating a new paragraph. 


Saving an Article 

When you finish your article, press ESC. The computer will ask, 
“Do you want to save this article? (Y/N).”’ Type Y for yes or N 
for no. 


If you type Y, you will type the name of the article, and then press 
RETURN. The name can be up to 12 characters long. 


NOTE: The name you choose for your article will also appear in 
the newspaper as a heading if the article is continued on 
another page. (See “Continuing an Article on Another Page,’ 


page 21.) 


17 


Edit an Article 


Choose this function to edit an article saved on a data disk. 


Use the arrow keys to choose the article you want to edit. Edit 
that article the same way you did in ‘‘Write an Article.”’ (See 
page 9.) 


When the article is edited, press ESC. The computer will ask, “Do 
you want to save this article? (Y/N).’" Type Y for yes or N for no. 


If you type Y, the name of the article will appear. 


If you want to save your edited article under the original name, 
press RETURN. 


The computer will ask if you're sure you want to replace the 
original article with the edited article. Type Y if you want to 
replace It. 


IMPORTANT. If you insert an article in a newspaper, and later 
edit that article and give it the same name, the article will be 
deleted from the newspaper and a blank space will take its 
place. (See ‘Editing a Newspaper that Has Deleted or Edited 
Articles,“ page 25.) 


If you want to change the name of the edited article, use the 


<— (left arrow) key to move the cursor to the first letter of the 
original name. Type the new name and then press RETURN. 


12 











Erase an Article 
Choose this function to erase an article saved on a data disk. 


IMPORTANT: If you erase an article that has been inserted in a 
newspaper, that article will be deleted from the newspaper and 
a blank space will take its place. 


Select the article you want to erase. The computer will ask, ‘Are 
you sure you want to erase this article? (Y/N)."” Type Y for yes or 
N for no. 
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Lay Out a Newspaper 


Choose this function to lay out a newspaper. 
Follow these steps to begin laying out your newspaper: 


® Type the name of your newspaper. It can be up to 12 
characters long. 


@® Type the issue number of your newspaper. 


® Type the date of your newspaper. It can be up to 36 characters 
long. 


@ Type the slogan of your newspaper. It can be up to 36 
characters long. 


LAYOUT A NEWSFAFER 
Type the name of your mewspaper : 
NHEWSHOUWD 
Tupe the issue of your newspaper: 1 
Tupe the date of your newsparer : 
4-186 
Type the slogan of Your nNewWEepaPper : 


"Me track news like bloodhoundse !" 


RETURH to camtinue oar 
Quit. 





The computer will ask if the information is correct. Type Y for yes 
or N for no. 
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Title Block 
When your newspaper is printed, the title will appear as capital 
letters formed from keyboard characters. Type the character you 
want to use. 


For example, if the name of your newspaper is NEWSHOUND and 
you choose the asterisks (*) as your character, the name of your 
newspaper will be printed like this: 


% & KREEKEK € HK HHRHEEKR * KE KHEKEE K xe He BHEK 
KH: *% % % & * % % ¥ % HH * * *- 
KK EF KH KREEE Ke KB HK KHHEEKEK HRHHKHK HF %* * * HF KR HE * 
% Ke ER HH %e % e & % ee & 
* K HRKKEEK * Ke RHEKKEK + KH HREKKK KBHKEKKE ¥ He HREX 


The computer will ask if the character you chose is correct. Type 
Y for yes or N for no. 
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Layout Screen 

The name, issue number, and page number of your newspaper 
will appear at the top of the layout screen. A blank newspaper 
will appear on the screen. It is divided into two vertical columns. 
You may insert articles in either column. 


NEWSHOUND ISSUE 1 Page: 1 
OROIORORORO RORORONORC ICICI ROI ICICI IC RC IC IC ie a 2c 


RRKKRKSKKAKARKREKEE 


a 
x 
x 
« 
« 
x 
* 
» 
x 
* 
* 
x 
* 
* 
* 
% 
x 
* 


RERKRRLEKKKKRKRARERKEK 
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? for Help 
Type ? to see the list of layout commands. 


Newspaper Layout Commands 


T= Move cursor up 

4 = Move cursor down 
+ #= Move cursor left 
+= Move cursor 


T = Insert newspaper title 
C = Choose an article 
U, D = Move highlight to choose an 
article 
CTRL-D = Delete an article 


SPACE BAR = Insert 3 lines of an article 
* = Insert horizontal bar 
DELETE = Delete 3 lines of an article of 
horizontal bar 


1 # Add column divider 
2 = Delete column divider 


F = Move forward a page 
B = Move backward a page 





Press RETURN to return to the layout screen. 
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Moving the Cursor on the Layout Screen 
Move the cursor the same way you did when writing a 
newspaper article. (See “Moving the Cursor,’ page 9.) 


Insert Newspaper Title 

‘To insert the title of your newspaper, move the cursor on the 
blank newspaper to the line where you want to insert the title, 
and then type T. 


Four lines of the words “TITLE BLOCK” will appear. When your 


newspaper is printed, the title, issue number, date, and slogan 
will appear in this space. 
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Choose an Article 

Type C to choose an article to insert in your newspaper. A list of 
the articles on your data disk will appear. 

Use the arrow keys to choose an article and then press RETURN. 


NOTE: An article can appear only once in any newspaper. 


The layout screen will appear. The name of the article will appear 
in the Article Column located on the left side of the screen. 
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The number of lines of the article will appear at the lower right- 
hand side of the screen. (See “Article Length,”’ page 21.) 
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Type C to choose another article. You can choose and insert up 
to 20 articles per newspaper. 
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Move Highlighter to Choose an Article 

Type U to move the highlighter up the list of articles in the 
Article Column. Type D to move down the list of articles in the 
Article Column. 


Use the highlighter to choose articles to insert into the Newspa- 
per Format Box. 


Delete an Article 

If you change your mind and do not want to include an article in 
the newspaper, move the highlighter over that article on the 
Article Column. Press CTRL-D to delete the article from both 
the article list and the blank newspaper. 
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Insert Three Lines of an Article 
Press the SPACE BAR to insert an article into the blank news- 
paper three lines at a time. 


When you insert your articles in the blank newspaper, you will 
not see the text (words) of your articles. Instead, you will insert 
the article's name. 


Move the cursor to the line and column where you want the arti- 
cle to begin. Press the SPACE BAR. The name of the article and 
the number of the first line will appear in that column. The cur- 
sor will appear on the next line. 
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To insert the next three lines of your article, you may either press 
the SPACE BAR again, or move the cursor to a different line on 
another column or another page and press the SPACE BAR. 


Press the SPACE BAR until the last three lines of the article have 


been inserted. When you print your newspaper, the text of the ar- 
ticle will appear in this space. 
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IMPORTANT: If you are going to insert two or more articles in 
the same vertical column, you must either insert a horizontal bar 
between the articles (see “Insert Horizontal Bar’ page 22), or 
leave an empty line space between the articles. 
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Article Length 

When the name of an article is highlighted, its length will appear 
on the lower right-hand side of the screen. This number will de- 
crease by three when each three-line article segment is inserted 
in the blank newspaper. 


Continuing an Article on Another Page 
To continue an article on another page, move to that page and 
continue to insert the article. 


When you print your newspaper, the article’s name and the page 


it is continued on will automatically appear at the bottom of each 
article that is continued on another page. 
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Type * to add a horizontal bar or single row of asterisks (*). 


Insert Horizontal Bar 
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To delete three lines of an article or a horizontal bar, move the 
cursor to the lines or bar, and press the DELETE key. 


Delete Lines or Horizontal Bar 
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Add Column Divider 

The vertical column of asterisks in the middle of the blank news- 
paper represents a vertical column of asterisks that will appear in 
your printed newspaper. 


If you have deleted one of these asterisks and want to put it 


back, move the cursor to that line and type 1. An asterisk will ap- 


pear. 
Delete Column Divider 

To delete a vertical column one asterisk at a time, move the cursor 
to that line and type 2. The asterisk will be deleted from that line. 


NOTE: Use this command if you are placing a single article in 
two columns. 
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Page Forward 
Type F to page forward to the next page of the newspaper. 


Page Backwards 


Type B to page backward to the previous page of the news- 
paper. 


Saving a Newspaper 

When you finish laying out your newspaper, press ESC. The com- 
outer will ask, ‘Do you want to save this newspaper? (Y/N).” 
Type Y for yes or N for no. 


If you type Y, the newspaper will be saved under its name and 
issue number. 


If you type N, you will return to the MAIN MENU. 
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Edit a Newspaper 
Choose this function to edit a newspaper saved on a data disk. 
Use the arrow keys to choose the newspaper you want to edit. 


Edit that newspaper the way you did in ‘’Lay Out a Newspaper.”’ 
(See “Lay Out a Newspaper,”’ page 14.) 


NOTE: The computer will tell you if any articles in that newspa- 
per have been deleted or edited. 


Editing a Newspaper that Has Deleted or Edited Articles 

If you edit or delete an article that has been inserted in a news- 
paper, that article is automatically deleted from the newspaper. A 
blank space will appear in the article's place. 


To edit a newspaper that has deleted or edited articles, choose 


another article to insert in the blank space. Or you may rearrange 
the articles still in the newspaper to fill up the blank space. 
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Erase a Newspaper 
Choose this function to erase a newspaper saved on a data disk. 


Use the arrow keys to choose the newspaper you want to erase. 
The computer will ask, ‘’Are you sure you want to erase this 
newspaper? (Y/N)."’ Type Y or N. 


Print a Newspaper 
Choose this function to print a newspaper saved on a data disk. 


Use the arrow keys to choose the newspaper you want to print. 
The computer will tell you if any articles in the newspaper have 
been edited or deleted. (See ‘’Editing a Newspaper that Has 
Deleted or Edited Articles,"” page 25.) 


Turn your printer on and align the paper. The computer will ask if 
you are ready to print. Type Y or N. 


You can print one copy of the newspaper at a time. 


Press ESC if you want to stop the printer before the newspaper Is 
finished. 
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Helpful Hints 
@ When you are writing an article, press RETURN at the end of 
your article so the final line is not justified at the right margin. 


For example, if you want your newspaper article to end with 
the words “THE END” on a line by themselves, tyoe THE END, 
and then press RETURN. 


If you don’t press RETURN after typing THE END, the words 
will justify to the right margin, and the article would print out 
like this: 


DETECT IVE-Fe2 


then Oscar promised not to steal 
coagkies fram the cagokie jar. 
Detective Rayburn said, "The case is 
closed." 

The Eric 


@ When laying out your newspaper, use the “Article Length’’ 
number that appears on the layout screen to plan your layout. 


For example, if you only have three lines left on a page and the 
Article Length number is 21 (meaning there are 21 lines left in 
the article), you know the article will have to be continued on 
another page. 
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T-SHIRT PUZZLES 


Meet Model Tee, the clever manager of the Microzine T-Shirt Fac- 
tory. Together, you and Model Tee will solve T-shirt puzzles. With 
Model Tee, you can also design and save your very own T-shirt 
puzzles to stump your friends. 


What You'll Find | 

‘T-Shirt Puzzles’’ is a graphics program that tests your powers of 
logic and observation as you try to match T-shirt puzzles. You and 
Model Tee will arrange different print designs and print machines 
to make a computerized assembly line that will produce a T-shirt 
with a picture on It. 


Data Disk 

To save your own T-shirt puzzles, you will need a data disk initial- 
ized by the ‘‘Computer Stuff’ feature in Microzine. Now is the 
time to initialize a data disk. (See page 43.) 


Moving Model Tee 
Use these keys to move Model Tee from room to room: 
| 


Je ->K 


1 
M 


NOTE: You can make Model Tee “run” by holding down the I, J, 


K, or M keys on the Apple lle or Ilc, or by holding down any of 
those keys plus the REPT key on the Apple II Plus. 
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Print Designs and Print Machines 
To solve or make T-shirt puzzles, you will place print designs and 
print machines in the printing press assembly line. 


A print design is a T-shirt piece that has a design on it. The print 
design Is used to print a design on a T-shirt. 


This is one example of a design (the other designs are in the East 
and West warehouses): 


A print machine is a machine that flips or turns a design. These 
are the four print machines: 


De 
a)} [ts 
urn ie 
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Here are examples of how each machine would turn or flip one 
design: 





An assembly line composed of several designs and machines will 
produce a T-shirt puzzle. 


Picking Up and Dropping Designs and Machines 

Use the I, J, K, or M keys to move Model Tee’s right shoulder next 
to the piece that you want to pick up. If Model Tee is too close to 
a plece or is touching the piece, she will not be able to pick it up. 
Press the SPACE BAR to pick up the shape. 


Press the SPACE BAR again to make Model Tee drop the shape. 
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T-Shirt Factory Floor Plan 
This is the floor plan of the T-Shirt Factory: 
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@ J-Shirt Room: This room contains the T-shirts you will try to 
match. Have Model Tee pick up the T-shirt you want and bring 
it to the Printing Room. 


@ Printing Room: This room contains an empty assembly line, a 
Match Box, and a Print Box. To match a T-shirt, you will place 
designs and machines on the assembly line. 


@ East and West Warehouses: The warehouses contain different 
designs and machines that you can use in the Printing Room. 


@ Save/Load Room: Go to this room to save, load, and delete 
your T-shirt puzzle collections, or to catalog your data disk. 


T-SHIRT PUZZLES MENU 
‘T-Shirt Puzzles’’ has three functions, or things you can do: 


Solve T-Shirt Puzzles, Make Your Own T-Shirt Puzzles, and In- 
structions and Demonstration. 


31 


Solve T-Shirt Puzzles 

Choose Solve T-Shirt Puzzles to match a T-shirt that Model Tee 
has made, or to match a T-shirt puzzle saved on a data disk. 
(See ‘‘Loading a T-Shirt Collection,’’ page 38.) 


Move Model Tee into the T-Shirt Room and have her pick up the 
T-shirt puzzle you want to match. Have Model Tee carry the 
T-shirt back to the Printing Room and drop it in the Match Box. 
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Move Model Tee into a warehouse to pick up a design or a ma- 
chine. Carry the piece back into the Printing Room and drop it in 
one of the small rectangles that makes up the assembly line of 


the printing press. 
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Continue to bring pieces in from the warehouses until you think 
that together they will print the same T-shirt design you have 
chosen to match. 
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Printing Press 

Type P to start the printing press. The printing press will assemble 
a T-shirt by following the printing press arrows from the top of 
the screen to the bottom. It will print the designs or obey the 
machine commands in the order that they are arranged. 


Press RET to continue. 





If you did not match the T-shirt, you can remove, add, or re- 
arrange the designs and machines. 


Clearing the Printing Press 
Type C to clear away, or erase, the designs and machines in the 
assembly line. 


Supply of Designs and Machines 

There is an endless supply of designs and machines in the two 
warehouses. If you put a design or machine in the printing press 
and then move Model Tee back into the warehouse from which 
she picked up the design or machine, you will find another de- 
sign or machine in its place. 
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Make Your Own T-Shirt Puzzles 


Choose this function to make your own puzzles. 


When you are making your own puzzles, the Printing Factory is 
ditferent from when you were solving T-shirt puzzles. 


Move Model Tee into the T-Shirt Room. You will find eight blank 
T-shirts instead of Model Tee's designs. Use these blank T-shirts 
to print your own challenging designs. Have Model Tee bring a 
blank shirt up to the Printing Room. 


There is no Match Box in the Printing Room. There is only an 
empty Print Box. Have Model Tee drop the blank T-shirt in the 
Print Box. 
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Create your own T-shirt puzzles by placing designs and machines 
in the assembly line. 


Type P to print your design on a T-shirt. The T-shirt will automati- 
cally be saved in the T-Shirt Room. 
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To print another T-shirt, first clear the designs and machines trom 
the printing press and move Model Tee to the T-Shirt Room. Then 
pick up a blank T-shirt, bring it up to the Printing Room, drop it 

in the Print Box, and you are ready to create a new T-shirt puzzle. 


Erasing a T-Shirt Puzzle 
To erase a puzzle printed on a T-shirt, have Model Tee pick up the 
shirt and move into the T-Shirt Room. Drop it into the empty box. 
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IMPORTANT: If you haven't saved your T-shirt puzzle, you will 
lose it if you drop the T-shirt in the Erase Box. 
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Saving Your T-Shirt Puzzles 
After you have printed a T-shirt, it will automatically be stored in 
the T-Shirt Room. 


To save a collection of eight or fewer T-shirts, move Model Tee up 
to the Save/Load Room and type S. 


The computer will ask you what you want to name your T-shirt 
collection. Type the name of your collection and then press 
RETURN. The name can be up 20 characters long. 


If you give the collection a name that you have already given to 
another collection, the computer will tell you. Choose another 
name. 


IMPORTANT: If you don’t save your T-shirts, they will be lost 
when you quit “T-Shirt Puzzles.” 


Deleting a T-Shirt Collection 

To delete a T-shirt collection, move Model Tee up to the Save/Load 
Room and type D. 

The computer will ask which collection you want to delete. 

Type the name of the collection and press RETURN. 

If the collection is not on your data disk, the computer will say, 


“Your T-shirts cannot be deleted.’ Otherwise, your T-shirt collec- 
tion will be deleted. 
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Loading a T-Shirt Collection 
To work on a T-shirt collection that you have already saved, move 
Model Tee up to the Save/Load Room. 


Type L. The computer will ask for the name of the T-shirt collec- 
tion. Type in the name of the collection and press RETURN. 


If you type in a name that is not on the disk, the computer will 
say, ‘‘Your T-shirts are not on this disk.’” Make sure you are using 
the right data disk. 


If you can’t remember the names of your T-shirt collections, 
you might want to see a catalog of your disk. (This is called 
“cataloging.’’) 


Cataloging a Data Disk 

Move Model Tee to the Save/Load Room to catalog your data 
disk. Type C. The computer will show you the names of every Tile 
on your data disk. 


All of your T-shirt collections will have ““TSHIRT.”” before the name 
of the collection. 


Do not type ‘TSHIRT.”’ when you are loading or deleting a T-shirt 
collection. Type the name of the collection only. 


For example, if you save a collection named NEAT SHIRTS, and 
catalog your disk, you will see: TSHIRT.NEAT SHIRTS. To load that 
T-shirt collection, tyoe NEAT SHIRTS only. 
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Instructions and Demonstration 
Choose this function to learn all about ‘’T-Shirt Puzzles’’ and see 
a demonstration of how to solve a T-shirt puzzle. 


T-Shirt Puzzles Tips 
Here are a few tips to help you solve and create T-shirt puzzles. 


Choose a T-shirt puzzle to solve. Then make a list of all the de- 
signs and machines you think you will need to use. 


When you begin to arrange your assembly line of designs and 
machines, leave a space in between each piece. This will make 
it easier to make changes later without having to rearrange 
your entire puzzle. 


When solving a puzzle, run the printing press each time you in- 
sert a new design or machine into the assembly line. This will 
help you understand exactly what each machine is doing. 


When you are creating your own T-shirt design, try printing it 
once without a blank T-shirt in the press. Then, if you've made 
a mistake and the puzzle did not print as you had planned, you 
won't have to clear and then reload the T-shirt. 
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MICRO-TOON" 


Last but not least, here is ‘“‘Micro-Toon, ’ an electronic comic 
Strip. 


Press RETURN to change the speech balloons for Red, Dudley the 


robot, and Einstein the computer. 





ea 
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COMPUTER STUFF 


“Computer Stuff” has two functions, or things you can do. They 
are: Change Disk Drive/Printer Setup, and Initialize a Data Disk. 


Changing Number of Disk Drives 

Microzine assumes you have one disk drive. If you have two, 
choose Change Disk Drive/Printer Setup. Then follow the instruc- 
tions given. 


If you do not know what slot number your drive is connected to, 
ask somebody who does know, or just press RETURN. The com- 
outer will then assume the answer Is slot 6. 


The advantage of having two drives Is that when you need to use 
a data disk (in ‘T-Shirt Puzzles’’ or ““Newspaper Maker,’ for ex- 
ample) you will be able to put it in the second drive. You will not 
have to take the Microzine disk out of its drive. 


If Microzine has been changed to assume two drives and you 
have only one, choose Change Disk Drive/Printer Setup and 
change back to one drive. You don't have to change the number 
of drives each time you use Microzine—it remembers. 
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Changing Printer Setup 
Microzine assumes that you do not have a printer. If you have a 
printer, Microzine assumes it is connected to slot 1. 


If you have a printer, choose Change Disk Drive/Printer Setup. 
Then follow the instructions given. 


If you do not know what slot number your printer is connected 
to, ask somebody who does know, or just press RETURN. The 
computer will then assume the answer is slot 1. 


You don’t have to change the printer setup each time you use 
Microzine—it remembers. 
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Initializing a Data Disk 

To save your puzzles in “T-Shirt Puzzles’’ or your newspapers In 
“Newspaper Maker,’” you need a data disk. A data disk is a blank 
disk (or one that you don’t mind erasing) that has been initialized 
by Microzine. 


Initializing a disk gets it ready to save your data for Microzine. 
The computer sets up a filing system by dividing the disk into sec- 
tions, called tracks and sectors. Each brand of computer uses Its 
own filing system. For instance, a disk initialized by your Apple 
can only be used on Apple computers. 


To initialize the disk, choose the second function on the MAIN 
MENU. The computer will tell you that you need a blank disk, or 
one you don't mind erasing. Press RETURN and the computer 
will tell you to put the disk in the drive. If you're set up for one 
drive, take the Microzine disk out of the drive and put in your 
disk. If you're set up for two drives, just put your disk in the sec- 
ond drive. Then press RETURN. 


The computer then tells you that the disk will be erased. It asks, 
‘Do you want to go ahead? (Y/N).”’ Type Y if you do and press 
RETURN. Type N and press RETURN if you don't want to go 
ahead. 


The computer tells you when the disk has been initialized. Press 
RETURN, and then put Microzine back in the drive. Press 
RETURN again and you will be sent back to the menu. Press ESC 
to get back to the Microzine Table of Contents. 


You now have a data disk. You can use it for ‘T-Shirt Puzzles, ’’ 


“Newspaper Maker,” or for any Microzine feature that requires a 
data disk. 
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FUN STUFF 
Wagons West 


Create a Signal 

Now that you have learned a few Indian hand signals, make up 
your own hand signals. Perhaps two fingers pointed at your right 
eye could mean, “‘Let’s watch TV." 


Rubbing your stomach and then making a fist could mean, “| 
want a hamburger for lunch.” 


Make History 

Become a historical writer. Start an imaginary journal and chroni- 
cle your own western adventures by adding a new entry every 
day. Pretend your whole class is travelling with you. Write an entry 
about how your best friend saved you from a poisonous snake. 
What happened the day you discovered gold in California? 


If you have Microzine #8, use ‘Secret Journal” to write your 
journal. 


44 














Newspaper Maker 


You've Got the Beat 

Publish a classroom or neighborhood newspaper with your 
friends. Take turns tackling different assignments. One person can 
Start as the news reporter and another can write about sports. 
The editor of your newspaper can decide how the articles will be 
placed in the newspaper. 


Personal Papers 

Write your own autobiography or diary in newspaper form. One 
headline might be, ‘Beth Anne Receives A+ in Math,” or 
“Adam Cleans Room for First Time in Weeks!" Or write a news- 
paper for a friend or member of your family with articles about 
their life and accomplishments. 


Cub Reporter 

Publish a newspaper about your pet. You might call it the “Para- 
keet Paper’’ or ‘Terrier Times.’’ Or go to a local zoo and write 
about the day-to-day animal news. 


Secret Journalist 

Pretend you are a top-notch journalist. Write about your secret 
adventures and include clippings of your investigative newspaper 
articles in the stories. Did you uncover crime rings? Did you solve 
the mystery of the missing Zazoo Diamond? 
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Imaginary Editions 
Here are some more ideas for newspapers you can publish: 


@ The ‘Colonial Times’’: Write an article about the ride of Paul 
Revere. Write an advice column called ‘‘Tea Party Tips.”’ 


@ The Oz Gazette’: Write a story with the headline eee 
House from Kansas Lands on Witch.” 


@ The “Round Table Tabloid’: Be the sports reporter and report 
on the jousting champ, Sir Lancelot. 


T-Shirt Puzzles 


Press Your Own 

Organize a group printing press. Assign a specific shape or print- 
ing function to everyone in your class. Give pencils to the students 
who will ‘print’ a design. Then take turns lining up your class- 
mates and passing a sheet of paper down the line. See what 

kind of designs you can create. See how the pictures change 
when you mix up the line. 
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Fashion Action , 

Become a fashion designer. After you have created your own de- 
signs with “T-Shirt Puzzles,’’ draw your favorites with magic 
markers or washable crayons on plain white T-shirts. (But be care- 
full! Felt tip pens won't wash off.) 


Give your ‘‘designer shirts’’ to friends in your class to wear. 
Organize a fashion show. Have the class vote on their favorite 
fashions! 


T-Shirt Timer , 
Once you and your friends have become ace T-shirt puzzle solvers, 
you re ready to tackle the puzzles using a clock or wrist watch. 


Use a watch to time how long it takes you to solve a puzzle. Can 
your friend solve the puzzle faster? Can you beat your old score? 
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